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usageat-will &recharge per battle per arc

* You can use Smite once per battle, plus an additional number 
of times per arc equal to your CHA modifier.
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During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

Quick Lay On Hands Close-quarters spell. Use one of your recoveries to heal yourself or an ally 
you can touch. Allies use their own recovery dice, and heal ______extra hp.

HH125

Free Smite Add your Smite damage bonus of ____________ on hit. Do not spend on miss. HH126
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- Rugged You can use d12s for your recovery dice. HH46
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Free Bastion When a nearby ally is hit by an attack, you can choose to loose hit points 
equal to half that damage and have your ally only take half the damage. 

HH126

HH128

Bastion

BastionChallenge 
Adv Feat

Free Once per battle when the escalation die is 1+, deal _____ damage when you Challenge.Adventurer Feat

Free Paladin’s Challenge Any time you hit an enemy with a melee attack you can challenge them.
While you and your challenged enemy are capable of attacking, you both take
a -4 penalty to attacks and disengages against any other creatures. Both you and 
the challenged monster can ignore the penalty to attacks for the round if they
make an attack roll against the other creature in the challenge. You can only have
one enemy challenged at a time. Challenges end when you or the target drop to 
0hp, if you challenge a new enemy, or optionally if a target flees far away from you.

+10

Undaunted When you gain a temporary 
effect, save against it immediately.      HH128

Bastion See FEATURES POWERS & SPELLS    HH126

Paladin’s Challenge See FEATURES 
POWERS & SPELLS                                                     HH128
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Lay on Hands Strong Recovery

Paladin’s Challenge
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A = adventurer tier (lvl 1-4); C = champion tier (lvl 5-7); E = epic tier (lvl 8-10)
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usageat-will &recharge per battle per arc

RallyAssist

Disengage

Intercept

changes/refresh at new level changes at new level or with incremental advance refresh at new arc refresh at end of battle
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gear & notes

paladin weapon damage/attack penalty
weapon 2 hands1 hand thrown bow crossbow
small
(daggers, clubs, hand crossbows)
light/simple
(rapiers, shortswords, spears, javelins, shortbows, light crossbows)
heavy/martial
(longswords, battleaxes, halberds, longbows, heavy crossbows)
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paladin base armor
armor base ac atk
none +010

light +012

heavy +016

shield +0+1

smite damage
level damage avglevel damage avg

1st +6+1d10

4th +13+2d12

5th +17+3d10

3rd +11+2d10

6th +20+3d12

7th +26+4d12

9th +39+6d12

10th +52+8d12

11th +65+10d12

2nd +9+2d8 8th +33+5d12

During your turn: one each of standard > move > quick, and any number of free actions. Between your turns: one interrupt action.

trigger/target/effectaction name page#
more features, powers, & spells
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Std Rally Spend a recovery to heal. If used, quick action normal save (11+) to use again. HH298

Int Intercept While unengaged, move to engage enemy that is moving past you. HH296

Move Disengage Roll disengage check (11+, +1 per each engaged foe beyond first). On success, 
move without drawing opportunity attacks. On fail, stay engaged. 

HH294

Std Assist Give a nearby ally a +2 on an upcoming attack, save, or check during combat. HH298

Two-Weapon Fighting: With a one-handed weapon 
in each hand, a natural 2 on an attack roll hits.

Fearless: You are immune to fear abilities and effects.

Heavy Armour

Warhammer Longbow

16 1 17


